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here was a time when elves still called the 

feywild home, before orcs were hordes, and 

metal was foreign to man. It was a time 
when naught but quick wit and raw might could 
prevail against the despotism of giants and the 
carnage of dragons. 


LIFE AS LE 


Primordial legends of such heroes were once told 
throughout the land. Though forgotten for aeons, 
their deeds survived as paintings on the rock walls 
of hidden caves. 


Guided by the songs of migrating northern 
barbarian tribes, loremasters weaved together 
uncanny tales of mythic heroism from these 
images. Lyrics and ancient brushstrokes coalesce 
to reveal the names, GARNOX and VINDREL. 


Inspired by their immortal deeds, the bold and 
foolhardy alike embark upon the perilous Path of 
the Legendary Wrestler. They have nothing to guide 
them but excavated tales. 


Tales that told of Garnox, and how he with his 
orc-blood ferocity drove thunderbeasts out of the 
golden hills. Even Fangfather, enormous and 
brutal without equal, was flung into a secluded 
existence in the savage southwestern peninsula. 


Tales that told of Vindrel, and how he with his 
half-fey grace, plucked raiders of the avian empire 
out of the sky. He ended the dynasty of terror when 
he brought the Murder of Princes to their 
terrestrial doom. 


Wrestling was their passion and delivering 
craniums to rock their calling. Beloved by the fair 
folk across the land, they were showered by 
accolades. For accolade, they right wrongs. 
Through accolade, they hurl foes into the depths of 
crushing defeat. 


With their combined might, they formed the 
bulwark against the tidal wave of destruction 
brought upon by dragons and giants. Roving giant 
lords were brought to their knees and their legions 
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turned, while dragons flew an eyesight away to 
in fear of the dreaded magma baths. Their war had 
not place where the fair folk dwelled. 


“Fake! Ridiculous! Juvenile!” remarked many who 
heard the story. Yet, the veracity of these tall tales 
carried no weight among those who walked in the 
footsteps of these legends. Because those who did, 
knew that they took the path not because others 
had proven that those extraordinary feats could be 
done, but to prove that THEY could do it. 


Alas, the truth may never be known. Progress 
was infrequent due to the curious circumstance of 
loremasters quitting their research to become 
legendary wrestlers themselves. With, to say the 
least, varying degree of success. 


PO Ae ee ee re 
Rock Carvings from the Ocean Cavern 


While the surface world celebrated the heroism of 
Garnox and Vindrel, the ocean dwelling sa- 
huagins idolised the savagery of their primal 
champion, KHULULUKUL. 


Hatched from the royal egg chamber, he was 
gifted with four powerful arms. With his trusty 
giant shark Shul’kirk by his side, he established 
sahuagin dominion over other sea-dwelling folks. 
Bygone empires and clans could claim 
comparable achievement, yet they could only 
dream of attempting what he almost succeeded 
in; landward domination. 


Woe to the dreamers, for the fantasy of life on 
land remained as such, brutally crushed by 
half-breed devils. Bewitched by their foolishness 
he fought on their terms, and was beaten by 
experience. 


His demise on the Cloud Peaks brought about 
a collapse that lingered in their collective 
memories for countless generations. 
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PATH OF THE LEGENDARY WRESTLER 


There is no training that can prepare anyone to round), finishing at the start of your turn. 
become a legend. Some start by taking wrestling 
lessons, others make it up as they go along. No 
matter what, through whatever means, they will 
reproduce their heroes’ legendary feats. 


The effect will end early whenever the creature 
takes damage. However, a friendly creature (Player 
Characters or NPCs) can use its reaction to say 
encouraging phrases that’s at least seven words 

With magnificent combination of strength and long to prevent the effect from ending this way. 
techniques gained through unbearable hardship, 
you can turn your enemies into your playthings. 
Dominate them on the battleground, keep them at 
disadvantage and let your allies finish them off. 


You can’t use this feature again until you finish a 
long rest. 


WRESTLING TECHNIQUES (LEVEL 3) 


When you choose this archetype at 3rd level, you 
can use your bonus action to grapple. 


Additionally, you can use your Attack action 
to make an unarmed strike to wrestle a creature 
you are grappling, slamming it for d6 bludgeoning 
damage. The affected creature will fall prone and 
be released from the grapple. However, you can 
choose to maintain your grapple by willingly falling 
prone together with it and release other creatures 
you are grappling. Failed attack rolls do not release 
creatures from your grapple. 


Grappled enemy does not need to be standing for 
you to wrestle it, but you can force a prone 
creature to stand up with an Attack action or 
bonus action. 


The damage dice for your slam increases when 
you reach level 5 (d8), level 11 (d10) and level 17 
(d12). 


LEGENDARY SKILLS (LEVEL 6) 


Your knowledge in the arts of grappling allows you 
to grapple creatures up to two sizes larger than 
yourself instead of just one. 


VIGOROUS ENCOURAGEMENT (LEVEL 6) 


You can use your action to say an encouraging 
phrase that’s at least seven words long to a friendly 
creature that’s within 30 feet of you. The creature 
being encouraged has advantage on all attack rolls 
it makes as well as ability checks using Strength, 
Constitution, Charisma and Dexterity (Acrobatics). 
The effect lasts for a number of rounds equal to 
your Charisma modifier + 1 round (minimum of 1 
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DOMAIN SUPERIORITY (LEVEL 10) 


At 10th level, you gain one of the terrain 
superiority features of your choice below. 


AIR SUPERIORITY — You have advantage on skill 
checks to climb terrains, mount creatures over one 
size larger than you, and to hold onto them. You 
also have advantage on all Strength and 

Dexterity ability checks while you are over 10 feet 
above ground and not grabbing or standing on 
anything. 


You can use your reaction to cause a flying 
creature you are grappling to fall. 


While being grappled by you, falling creatures 
receive 1d6 of fall damage for every 5 feet fallen 
instead of 10 feet. Your fall damage calculation 
remains unchanged. If the creature is released 
from grapple during the fall, subsequent fall 
damage dice calculation will revert to normal fall 
calculation. 
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Fall damage is calculated separately from slams. 
Slamming creatures does not contribute to the fall 
distance and fall damage does not get benefit from 
critical hits. 


LAND SUPERIORITY — You can move with grappled 
creatures without movement penalty. 


When you shove a creature you are grappling, 
you can force it to move up to 5 feet away from 
you, or 10 feet away if you have moved for 10 feet 
towards the direction before shoving the creature. 
Creatures shoved this way can be melee attacked 
with advantage by another willing creature you 
choose using its reaction. 


Attempts to shove the grappled creature using 
this feature will release the grapple whether you 
succeed or not. 
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MIGHTY THROWDOWN (LEVEL 14) 


Your enormous strength and wrestling skill has 
breached mortal bounds, allowing you to hurl 
enormous creatures and objects a great distance 
away. To perform Mighty Throwdown, you need the 
use of two free hands or one if you're already 
grappling the creature you're about to throw with 
one hand. Then, follow the two steps detailed 
further below. 


Creatures hurled or hurled at by you can make 
Dexterity saving throw against your hurl difficulty 
challenge (DC) which is calculated as follows: 


Throw save DC = 8 + your proficiency + 


your Strength modifier. 


Mighty Throwdown is broken into the following two 
steps: 


1. THRow: While raging, you can use your Attack 
action to throw a creature you are grappling ora 
solid heavy object up to two sizes larger than you. 
It will travel to a target space up to 30 feet away 
from you in a straight line, or 60 feet away if you 
have moved 10 feet towards the direction just 
before doing so. A creature that’s about to be 
thrown by you can make a Dexterity Saving Throw 
against your Hurl Save DC. On successful save, the 
creature is released from grapple and the process 


ends. 
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2. Down: As the thrown creature or object moves 
in a straight line, any creature caught along its 
path will be pushed along the trajectory until the 
thrown creature or object reaches its target point. 
If there’s no space for them to occupy at where 
they will be pushed to, then they will be moved to 
the nearest unoccupied space. 


All creatures, thrown or caught in the path take 
7d8 bludgeoning damage and fall prone. Those 
caught along its path can make Dexterity Saving 
throw, succeeding will prevent them from getting 
pushed along, fall prone, and they take only half as 
much damage. (The thrown creature uses the 
Dexterity saving throw from step 1, no creature 
should make two saving throws). 


You can do Mighty Throwdown safely once after 
every long rest. After that, you gain one level of 
exhaustion every time you successfully perform it. 
Mighty throwdown is considered to be successful if 
you successfully complete step 1 (Throw). 


You do not need to grapple an object to throw it. 
But, DMs might veto what objects can be thrown if 
they want to simulate a sense of realism, 


At higher levels, the damage dealt by this feature 
is increases by 1d8 for every 2 levels in Barbarian 
you take above level 14. 
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FEATURED CHARACTERS AS NPCs 


The reality of gaming is that it’s often harder to 
find the opportunity to participate as a player 
rather than as a dungeon master. This section 
provides the means for DMs to enjoy the 
archetypes by turning the featured characters into 
Non-Playable Characters (NPCs) that they can 
readily insert into their campaign. 


A series of stat blocks below represents different’ : 


stages of Garnox and Vindrel’s life. The amateur 


wrestler blocks represent the early days oftheir + 


careers. At Challenge Rating 3, they are suited 

to accompany or antagonise a party of level 1-4 
characters. The champion wrestler block is for level 
5-10 parties and the legendary wrestler block is for 
level 11 and above. 


The stat blocks follow the Monster/NPC creation 
rules from the Dungeon Master’s Guide. So, they 
are slightly weaker compared to player characters 
with the same number of hit dice. So, players who 
roll a legendary wrestler character is at no risk to 
be completely outshone by these NPCs. Players can 
even roleplay as their apprentice until they 
eventually overtake them. 


Mechanically, legendary wrestlers are not the 
greatest damage dealers. They instead excel at 
supporting the party by locking down enemies with 
their grapples and putting them at disadvantage 
by knocking them prone. They can also give party 
members a chance to shine by using their 
vigorous encouragement feature. To eliminate the 
headache of having to rage tactically, they are 
assumed to be raging internally at all times. 


As antagonists, they provide a great challenge 
against physical damage dealers due to their 
resistances. But overall, they don’t provide enough 
pressure on a group of well coordinated players. To 
increase their threat level, consider grouping them 
with melee attacking creatures who can benefit 
from attacking prone PCs. Elephants, for example, 
would be thematically relevant due to the idea be- 
ing as utterly ridiculous as fighting wrestlers in a 
fantasy setting. 


You can find more character specific guidance 
on how to play each character as either face (good) 
or heel (evil) NPCs on the following sections. But 
feel free to modify them to your taste if you want to 
play them differently. 
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GARNOX THE HALF-ORC 
Ideal: “I will prove to the world | am the strongest thing 
ever!” 
Bond: “I will never disappoint my fans, they will see me 
win!” 
Flaw: “Let me try to slam that fire elemental again! Sixth 
time’s a charm!” 


FACE 


Garnox is a brash, simple minded half-orce with 

a heart of gold. He encourages players to exhibit 
bravery and is more than keen to lead by example 
in the frontlines of combat. 


His naivete can be used as the party’s moral 
compass, prompting them to save the innocent and 
weak despite insurmountable odds. He 
appreciates courage in all forms and dispenses 
words of praise whenever players deserve it. 
However, his praises often consist of a series of 
words he strings together with little to no logic. 
Some choice words he might use are: 


“Your passion fire is so hot, it burns flames and 
make fear shiver in coldness!” 


“When you are scared, you should be brave! Then 
youre not scared.” 
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He also has the annoying habit of asking the PCs 
to wrestle him at the most inopportune moment. 


PCs can encounter him for the first time is 
somewhere in the wilderness, where he would be 
fighting a large or bigger creature one on one. If it 
is inappropriate for him to fight enemies related to 
the players’ campaign, consider having him fight 
a saber-tooth-tiger, rhinoceros, ankylosaurus or 
elephant, as amateur wrestler. As champion 
wrestler, a hill, stone or frost giant would make 
suitable opponent for him. 


Garnox as legendary wrestler is immensely 
powerful. He should only assist the group during 
crisis and after PCs have gone through an epic 
quest to resurrect or summon him from the astral 
planes. The ceremony can be performed in the 


Great Cavern Mural of Cloud Peak or another 
location relevant to the campaign (The Great 
Cavern Mural is not considered to be a part of 
canon Forgotten Realms lore). 


HEEL 


Garnox is a rude and arrogant bully, he considers 
the PCs to be cowards and weaklings and delights 
in reminding them so. He would ally himself to the 
campaign’s main adversary if it makes sense, but 
he would never work for giants or dragons. 


Having him appear periodically to remind the 
PCs of their failures such as letting certain NPCs 
die or how they failed to save certain villages can 
serve as motivation to push the players to do 
better. 


GARNOX (AMATEUR WRESTLER) 


Medium humanoid (half-orc), any chaotic alignment 


Armor Class 14 (Unarmored Defense) 
Hit Points 45 (6d8 + 18) 
Speed 40 ft 


STR DEX CON INT WIS CHA 


18 (+4) 12(+1) 16 (+3) 9 (-1) 10 (0) 12 (+1) 


Saving Throws Str +6, Con +5 

Skills Acrobatics + 3, Athletics +6, Intimidation +3, 
Performance +3 

Damage Resistances bludgeoning, piercing, slashing 

Senses darkvision 60 ft., passive Perception 10 

Languages Common, Orc 

Challenge 3 (700 XP) 
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Raging Wrestler. Garnox has advantage on all strength 
ability checks. He can grapple creatures two sizes larger 
than himself and use his bonus action to grapple. He 
also gets +2 bonus to his melee attack damage roll 
(already calculated). 


Reckless. At the start of his turn, Garnox can gain 
advantage on all melee weapon attack rolls during that 
turn, but attack rolls against him have advantage until 
the start of his next turn. 


Relentless Endurance. When reduced to 0 hit points, 
Garnox can choose to drop to 1 hit point instead. He can 


do this per long rest. 


Orcish Critical (1). When Garnox scores a critical hit 
with a melee weapon attack, he can roll one of the 
weapon's damage dice one additional time and add it to 
the damage of the critical hit. 


Actions 


Multiattack. Garnox makes two melee attacks, with his 
greataxe or slams. 


Greataxe. Melee Weapon Attack: +6 to hit, reach 5ft., 
one target. Hit: 12 (1d12 + 6) bludgeoning damage. 


Slam. Melee Weapon Attack: +6 to hit, reach 5ft., one 
target, a creature grappled by Garnox. Hit: 10 (1d8 + 6) 
bludgeoning damage. The creature falls prone. Garnox 
can maintain his grapple by falling prone together with 
the creature. 


Throw Javelin. Ranged Weapon Attack: +6 to hit, range 
20/60 ft., one target. Hit: 7 (1d6 + 4) piercing damage. 


Vigorous Encouragement (2). Garnox grants his ally 
advantage on all attack rolls and ability checks using 
Strength, Constitution, Charisma and Dexterity 
(Acrobatics). The effect lasts for three rounds, finishing 
at the start of his turn. The effect will end early 
whenever the creature takes damage. However, Garnox 
or the target’s allies can prevent the effect ending early 
that way by using their reaction to encourage the target. 
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He can also be the recurring enemy that the PCs 
fight multiple times beginning as an amateur 
wrestler and eventually as champion wrestler, 
making him progressively tougher. 


If he’s not aligned to any enemy group, consider 
having him attack the PCs for trespassing into his 
training ground. He will be assisted by his animal 
friends such as apes, brown bears, rhinoceroses 
and elephants. 


GARNOX (CHAMPION WRESTLER) 


Medium humanoid (half-orc), any chaotic alignment 


Armor Class 15 (Unarmored Defense) 
Hit Points 110 (1308 + 52) 
Speed 40 ft 


STR DEX CON INT WIS CHA 


20(+5) 12(+1) 18(+4) 9(-1) 10(0) 12 (+1) 


Saving Throws Str +8, Con +7 

Skills Acrobatics + 4, Athletics +8, Intimidation +4, 
Performance +4 

Damage Resistances bludgeoning, piercing, slashing 

Senses darkvision 60 ft., passive Perception 10 

Languages Common, Orc 

Challenge 7 (2,900 XP) 


Raging Wrestler. Garnox has advantage on all strength 


ability checks. He can grapple creatures two sizes larger 


than himself and use his bonus action to grapple. He 
also gets +3 bonus to his melee attack damage roll 
(already calculated). 


Reckless. At the start of his turn, Garnox can gain 
advantage on all melee weapon attack rolls during that 
turn, but attack rolls against him have advantage until 
the start of his next turn. 


Relentless Orcblood. When reduced to 0 hit points, 
Garnox can make DCi1o Constitution Saving throw. If he 
succeeds, he drops to 1 hit point instead. Each time this 
feature is used, the DC increases by 5. The DC resets to 
10 after short or long rest. Garnox can choose to 
succeed once without increasing the DC per long rest. 


Orcish Critical (3). When Garnox scores a critical hit 
with a melee weapon attack, he can roll one of the 
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Most of his tales as a legendary wrestler were 
fabrications, but due to an extended period of 
worship before he was forgotten, he had attained 
minor godhood. He would do anything to prevent 
the PCs from uncovering his lies, even resorting to 
murder. PCs who are too weak to defeat him can 
use evidence that can also be found in the Great 
Cavern Mural of Cloud Peak to blackmail him into 
submission. 


weapon's damage dice three additional times and add 
the sum to the damage of the critical hit. 


Land Superiority. Garnox can move with grappled 
creatures without movement penalty. When he shoves a 
creature he is grappling, he can force it to move up to5 
feet away from it, or 10 feet away if he had moved for 10 
feet towards the direction before shoving it. Creatures 
shoved this way can be attacked by one other creature 
chosen by Garnox that’s willing to attack it using its 
reaction. Attempts to shove the grappled creature using 
this feature will release the grapple whether he 
succeeds or not. 


Actions 


Multiattack. Garnox makes two melee attacks, with his 
greataxe or slams. 


Greataxe. Melee Weapon Attack: +8 to hit, reach 5ft., 
one target. Hit: 14 (1d12 + 8) bludgeoning damage. 


Slam. Melee Weapon Attack: +8 to hit, reach 5ft., one 
target, a creature grappled by Garnox. Hit: 13 (1d10 + 8) 
bludgeoning damage. The creature falls prone. Garnox 
can maintain his grapple by falling prone together with 
the creature. 


Throw Javelin. Ranged Weapon Attack: +8 to hit, range 
20/60 ft., one target. Hit: 8 (1d6 + 5) piercing damage. 


Vigorous Encouragement (2). Garnox grants his ally 
advantage on all attack rolls and ability checks using 
Strength, Constitution, Charisma and Dexterity 
(Acrobatics). The effect lasts for two rounds, finishing at 
the start of his turn. The effect will end early whenever 
the creature takes damage. However, Garnox or the 
target’s allies can prevent the effect ending early that 
way by using their reaction to encourage the target. 
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GARNOX (LEGENDARY WRESTLER) 


Medium humanoid (half-orc), any chaotic alignment 


Armor Class 18 (Unarmored Defense) 
Hit Points 230 (20d8 + 140) 


Speed 40 ft 
STR DEX CON INT WIS CHA 
2A 7241)" 24 (47) 9 9{-) = .10(0).» 14 (+2) 


Saving Throws Str +12, Con +12 

Skills Acrobatics + 6, Athletics +12, Intimidation +7, 
Performance +7 

Damage Resistances bludgeoning, piercing, slashing 

Senses darkvision 60 ft., passive Perception 10 

Languages Common, Orc 

Challenge 14 (11,500 XP) 
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Legendary Resistance (3/Day). |f Garnox fails a saving 
throw, he can choose to succeed instead. 


Raging Wrestler. Garnox has advantage on all strength 
ability checks. He can grapple creatures two sizes larger 
than himself and use his bonus action to grapple. He 
also gets +4 bonus to his melee attack damage roll (al- 
ready calculated).If his Strength check total is below 24, 
he can use 24 as his total. 


Reckless. At the start of his turn, Garnox can gain 
advantage on all melee weapon attack rolls during that 
turn, but attack rolls against him have advantage until 
the start of his next turn. 


Relentless Orcblood. When reduced to 0 hit points, 
Garnox can make DC10 Constitution Saving throw. If he 
succeeds, he drops to 1 hit point instead. Each time this 
feature is used, the DC increases by 5. The DC resets to 
10 after short or long rest. Garnox can choose to 
succeed once without increasing the DC per long rest. 


Orcish Critical (4). When Garnox scores a critical hit 
with a melee weapon attack, he can roll one of the 
weapon's damage dice four additional times and add 
the sum to the damage of the critical hit. 


Land Superiority. Garnox can move with grappled 
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creatures without movement penalty. When he shoves a 
creature he is grappling, he can force it to move up to 

5 feet away from it, or 10 feet away if he had moved for 
10 feet towards the direction before shoving it. 
Creatures shoved this way can be attacked by one other 
creature chosen by Garnox that’s willing to attack it 
using its reaction. 

Attempts to shove the grappled creature using this 
feature will release the grapple whether he succeeds or 
not. 


Actions 


Multiattack. Garnox makes two melee attacks, with his 


greataxe or slams. 


Greataxe. Melee Weapon Attack: +12 to hit, reach 5ft., 
one target. Hit: 17 (1d12 + 11) bludgeoning damage. 


Slam. Melee Weapon Attack: +12 to hit, reach 5ft., one 
target, a creature grappled by Garnox. Hit: 17 (1d12 + 11) 
bludgeoning damage. The creature falls prone. Garnox 
can maintain his grapple by falling prone together with 
the creature. 


Throw Javelin. Ranged Weapon Attack: +12 to hit, range 
20/60 ft., one target. Hit: 10 (1d6 + 7) piercing damage. 


Vigorous Encouragement (3). Garnox grants his ally 
advantage on all attack rolls and ability checks using 
Strength, Constitution, Charisma and Dexterity 
(Acrobatics). The effect lasts for three rounds, finishing 
at the start of his turn. The effect will end early 
whenever the creature takes damage. However, Garnox 
or the target’s allies can prevent the effect ending early 
that way by using their reaction to encourage the target. 


Mighty Throwdown (1/Day). You can use the rules in the 
class archetype description, but deal 10d8 bludgeoning 
damage instead or use the following simplified version: 
Garnox throws a huge 15 ft wide rock cube in a straight 
line to a target point up to 30 ft. away. Creatures caught 
along the line must make a DC 20 Dexterity saving 
throw. Failure will cause the creature to be pushed along 
with the rock until it reaches its target destination, fall 
prone and take 10d8 bludgeoning damage. With a 
successful safe, the creature takes half as much 
damage, isn’t pushed and doesn’t fall prone. 
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VINDREL THE HALF-ELF 


Ideal: “Wrestling is the most artful expression of 
strength, and | am an artist.” 

Bond: “I want to see all my apprentices to succeed and 
propagate my art form.” 

Flaw: “Look at me! | am going to grab that dragon by its 
jaw. Look at me!” 


FACE 


Vindrel is a graceful half-elf wrestler. A mentor 
figure with propensity for flair. He travels the land 
in search of individuals worthy of his tutelage. 


As an NPC, he can serve as a measure to 
compare enemy’s strength to the PCs. He would 
encourage the PCs to persist and try harder if they 
are showing signs that they are giving up too early 
or refusing to fight a group of enemies that you as 
a DM are fairly sure that they can win. 


PCs can encounter him on their travels during a 
random encounter. He will observe their battle and 
will profess an interest in mentoring them after 
the fight no matter the result. If they are losing, he 
would personally enter combat and save them so 
that they could repay their debt by becoming his 
apprentice. If they win, he would offer to mentor 
them due to their aptitude. 
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Consider making the PCs face a dragon. Then 
introduce Vindrel the champion wrestler by having 
him leap off a cliff, catch its scaly wings mid-air, 
fold them and plant its face into the ground. 


As legendary wrestler, he can be resurrected or 
summoned in the Great Cavern Mural of Cloud 
Peak or other location relevant to your ongoing 
campaign setting just like Garnox. While he is not 
as sturdy as his brother, Vindrel is much more 
charismatic. He also has enough self-awareness 
to be able to leverage his status as a mythic figure 
to sway the opinion of political leaders, especially 
those who are aware of his lore. 


HEEL 


Vindrel is vain and disgustingly narcissistic. He is 
always surrounded by his gang of sycophants who 
will chime in with approval at the end of his 

every sentence. He will brutally attack his own 
men whenever they go out of line, which means 
whenever they go off their prepared script. 


PCs can encounter him as a lieutenant of the 
campaign’s main antagonist. He and his men can 
be seen teamed up with a monster made that 
much more deadly with support from the wrestler’s 
vigorous encouragement feature. 


His purpose in the campaign is to hint to the 
PCs whether they are associating with the right 
people and whether their new allies are beneficial 
to their cause. If their new allies are not helpful, he 
will jeer at the PCs when he encounters them and 
mock them for being equally useless. If their new 
alliance is beneficial to the party, he will do his 
best to sabotage that relationship. 


GARNOX AND VINDREL AS A TEAM 


When together, they will address each other as 
“brother”. Having them repeatedly use the word 
will be quite entertaining for the first 5 minutes, 
but refrain from overdoing it unless you're a 
sadistic DM. 


Despite not sharing a parent, their bond of 
brotherhood is stronger than most full blooded 
brothers’ could be. They admire each other’s 
strengths, fortitude and aspiration. They will 
compliment each other incessantly and will use 
any opportunity to compare the PCs to their 
flawless brother. 


“You're wise, like brother Vindrel!” 


‘IT am thoroughly impressed! Your display of courage 
reminds me of my dear brother Garnox.” 
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In general, they will still act according to their 
established personalities, but hold the PCs toa 
much higher standard. 


In combat, assign them the same initiative order 
and have them act in succession to unleash 
impressive combo attacks to entertain your 
players. For example, have Garnox use the Mighty 
Throwdown feature to throw an adversary off a 
ledge, then have Vindrel catch it and increase its 
fall damage using his air superiority feature. 


Not many adversaries can withstand their 
combined forces, and that’s where Khululuku 
comes in. He makes the perfect archnemesis for 
the two in their Champion Wrestler incarnation 
due to their similar abilities which makes it easy to 
compare the difference between their strengths and 
the epic challenge they need to overcome. 


GARNOX AND VINDREL AS ADVERSARIES 


While Khululukul is their designated archnemesis, 
pitting the brothers against each other as 
adversaries can create a different kind of drama. 


Before they acknowledge each other as brothers, 
they were rivals. As hired champions of feuding 
colonies, they met on the proving ground and came 
to respect each other through mutual admiration 
of their skill and grit. 


Yet the personalities of these characters are 
quintessential opposites. Garnox and Vindrel’s 
approach to problems can be boiled down to “do” 
and “let do”, respectively. So it leaves a lot of 
possibility for disagreement between the two. 


If they are both heel characters, their rivalry 
would not be very interesting. At best, they can 
serve the role of the archetypal dumb minions who 


VINDREL (AMATEUR WRESTLER) 


Medium humanoid (half-elf), any chaotic alignment 


Armor Class 14 (Unarmored Defense) 
Hit Points 45 (7d8 + 14) 
Speed 40 ft 


STR DEX 
18 (+4) 14 (+2) 


CON INT WIS 
14(+2) 10(0) 10(0) 


CHA 
14 (+2) 


Saving Throws Str +6, Con +4 

Skills Acrobatics + 4, Athletics +6, Insight +2, 
Performance +4, Persuasion +4 

Damage Resistances bludgeoning, piercing, slashing 

Senses darkvision 60 ft., passive Perception 10 

Languages Common, Elvish, Orc 

Challenge 3 (700 XP) 
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Raging Wrestler. Vindrel has advantage on all strength 
ability checks. He can grapple creatures two sizes larger 
than himself and use his bonus action to grapple. He 


— ee 


also gets +2 bonus to his melee attack damage roll 
(already calculated). 


Reckless. At the start of his turn, Vindrel can gain 
advantage on all melee weapon attack rolls during that 
turn, but attack rolls against him have advantage until 


the start of his next turn. 


Fey Ancestry. Vindrel has advantage on saving throws 
against being charmed, and magic can’t put him to 
sleep. 


Actions 


Multiattack. Vindrel makes two melee attacks, with his 
greataxe or slams. 


Greataxe. Melee Weapon Attack: +6 to hit, reach 5ft., 
one target. Hit: 12 (1d12 + 6) bludgeoning damage. 


Slam. Melee Weapon Attack: +6 to hit, reach 5ft., one 
target, a creature grappled by Vindrel. Hit: 10 (1d8 + 6) 
bludgeoning damage. The creature falls prone. Vindrel 
can maintain his grapple by falling prone together with 
the creature. 


Throw Javelin. Ranged Weapon Attack: +6 to hit, range 
20/60 ft., one target. Hit: 7 (1d6 + 4) piercing damage. 


Vigorous Encouragement (3). Vindrel grants his ally 
advantage on all attack rolls and ability checks using 
Strength, Constitution, Charisma and Dexterity 
(Acrobatics). The effect lasts for three rounds, finishing 
at the start of his turn. The effect will end early 


I i ll gS 


whenever the creature takes damage. However, Vindrel 
or the target’s allies can prevent the effect ending early 
that way by using their reaction to encourage the target. 
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are destined to be played against each other. 


It would be more interesting if the two are both 
face characters but separated by different, yet 
equally noble ideals. Such scenario will provide 
PCs with a interesting conomdrum to agonise over. 


Another interesting scenario would be to pit 
these two against each other as unwilling guardian 


spirits of two warring tribes who summoned them 
separately. 


PCs can then be tasked to go on a quest to break 
their bondage from their warring wards. A fitting 
reward for the quest can perhaps be the brothers’ 
debt of gratitude towards the PCs, allowing the 
latter to summon the legendary wrestlers to assist 
them when necessary. 


VINDREL (CHAMPION WRESTLER) 


Medium humanoid (half-elf), any chaotic alignment 


Armor Class 15 (Unarmored Defense) 
Hit Points 97 (13d8 + 39) 
Speed 40 ft 


STR DEX CON INT WIS CHA 
20(+5) 14(+2) 16(+3)  10(0) 10(0) 14 (+2) 
BPRS PRS EE SEEPS BBB YORI LITO AAs BE Ane FE a 
Saving Throws Str +8, Con +6 
Skills Acrobatics + 5, Athletics +8, Insight +3, 
Performance +5, Persuasion +5 
Damage Resistances bludgeoning, piercing, slashing 
Senses darkvision 60 ft., passive Perception 10 
Languages Common, Elvish, Orc 
Challenge 6 (2,300 XP) 
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| Raging Wrestler. Vindrel has advantage on all strength 
ability checks. He can grapple creatures two sizes larger 
than himself and use his bonus action to grapple. He 
also gets +3 bonus to his melee attack damage roll 
(already calculated). 


Reckless. At the start of his turn, Vindrel can gain 
advantage on all melee weapon attack rolls during that 
turn, but attack rolls against him have advantage until 

| the start of his next turn. 


Relentless. When reduced to 0 hit points, Vindrel can 
make DC10 Constitution Saving throw. If he succeeds, 
he drops to 1 hit point instead. Each time this feature is 
used, the DC increases by 5. The DC resets to 10 after 
short or long rest. 


Brutal Critical (2). When Vindrel scores a critical hit 
with a melee weapon attack, he can roll one of the 
weapon's damage dice two additional times and add the 


sum to the damage of the critical hit. 7 


Fey Ancestry. Vindrel has advantage on saving throws 
against being charmed, and magic can’t put him to ] 
sleep. 


Air Superiority. Vindrel has advantage on skill checks to 
climb terrains, mount creatures over one size larger and j 
to hold onto them. He also has advantage with strength 
ability checks while you are over 10 feet above ground 

and not grabbing or standing on anything. He can use 

his reaction to cause a flying creature he is grappling to 
fall. While being grappled by Vindrel, falling creatures 
receive 1d6 of fall damage for every 5 feet fallen instead 
of 10 feet. 


Actions 


Multiattack. Vindrel makes two melee attacks, with his 
greataxe or slams. 


Greataxe. Melee Weapon Attack: +8 to hit, reach 5ft., 
one target. Hit: 14 (1d12 + 8) bludgeoning damage. 


Slam. Melee Weapon Attack: +8 to hit, reach 5ft., one 
target, a creature grappled by Vindrel. Hit: 13 (1d10 + 8) 
bludgeoning damage. The creature falls prone. Vindrel 
can maintain his grapple by falling prone together with 
the creature. 


Throw Javelin. Ranged Weapon Attack: +8 to hit, range 
20/60 ft., one target. Hit: 8 (1d6 + 5) piercing damage. 


Vigorous Encouragement (3). Vindrel grants his ally 
advantage on all attack rolls and ability checks using 
Strength, Constitution, Charisma and Dexterity 
(Acrobatics). The effect lasts for three rounds, finishing 
at the start of his turn. The effect will end early 


whenever the creature takes damage. However, Vindrel 
or the target’s allies can prevent the effect ending early 
that way by using their reaction to encourage the target. 
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VINDREL (LEGENDARY WRESTLER) 


Medium humanoid (half-elf), any chaotic alignment 


Armor Class 18 (Unarmored Defense) 
Hit Points 210 (20d8 + 120) 


| Speed 40 ft 
STR DEX CON INT WIS CHA 
24(+7) 14(+2) _22(+6) 10(0) 10(0) 16 (+3) 


ORES RT SLABS LID EL R ED SVEL DES OAL GEE OLELLELSI SIG LARA EN A 

Saving Throws Str +12, Con +11 

Skills Acrobatics +7, Athletics +12, Insight +5, 
Performance +8, Persuasion +8 

Damage Resistances bludgeoning, piercing, slashing 


| Senses darkvision 60 ft., passive Perception 10 
: Languages Common, Elvish, Orc 
Challenge 13 (10,000 XP) 


Legendary Resistance (3/Day). lf Vindrel fails a saving 
throw, he can choosé to succeed instead. 


Raging Wrestler. Vindrel has advantage on all strength 
ability checks. He can grapple creatures two sizes larger 
than himself and use his bonus action to grapple. He 
also gets +4 bonus to his melee attack damage roll (al- 
ready calculated). If his Strength check total is below 24, 
he can use 24 as his total. 


Reckless. At the start of his turn, Vindrel can gain 
advantage on all melee weapon attack rolls during that 
turn, but attack rolls against him have advantage until 
the start of his next turn. 
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Relentless. When reduced to 0 hit points, Vindrel can 
make DC10 Constitution Saving throw. If he succeeds, 
he drops to 1 hit point instead. Each time this feature is 
used, the DC increases by 5. The DC resets to 10 after 
short or long rest. 


Brutal Critical (3). When Vindrel scores a critical hit 
with a melee weapon attack, he can roll one of the 
weapon's damage dice three additional times and add 
the sum to the damage of the critical hit. 


SSS. 


Air Superiority. Vindrel has advantage on skill checks to 


climb terrains, mount creatures over one size larger and 
to hold onto them. He also has advantage with Strength 
and Dexterity ability checks while you are over 10 feet 
above ground and not grabbing or standing on anything. 
He can use his reaction to cause a flying creature he is 
grappling to fall. While being grappled by Vindrel, falling 
creatures receive 1d6 of fall damage for every 5 feet 
fallen instead of 10 feet. 


Actions 


Multiattack. Vindrel makes two melee attacks, with his 


greataxe or slams. 


Greataxe. Melee Weapon Attack: +12 to hit, reach 5ft., ~ 
one target. Hit: 17 (1d12 + 11) bludgeoning damage. 


Slam. Melee Weapon Attack: +12 to hit, reach 5ft., one 
target, a creature grappled by Vindrel. Hit: 17 (1d12 + 11) 
bludgeoning damage. The creature falls prone. Vindrel 
can maintain his grapple by falling prone together with 
the creature. 


Throw Javelin. Ranged Weapon Attack: +12 to hit, range 
20/60 ft., one target. Hit: 10 (1d6 + 7) piercing damage. 


Vigorous Encouragement (4). Vindrel grants his ally 
advantage on all attack rolls and ability checks using 
Strength, Constitution, Charisma and Dexterity 
(Acrobatics). The effect lasts for four rounds, finishing at 
the start of his turn. The effect will end early whenever 
the creature takes damage. However, Vindrel or the 
target’s allies can prevent the effect ending early that 
way by using their reaction to encourage the target. 


Mighty Throwdown (1/Day). You can use the rules in the 
class archetype description, but deal 10d8 bludgeoning 
damage instead or use the following simplified version: 
Vindrel throws a huge 15 ft wide rock cube in a straight 
line to a target point up to 30 ft. away. Creatures caught 
along the line must make a DC 20 Dexterity saving 
throw. Failure will cause the creature to be pushed along 
with the rock until it reaches its target destination, fall 
prone and take 10d8 bludgeoning damage. With a 
successful safe, the creature takes half as much 
damage, isn’t pushed and doesn't fall prone. 
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KHULULUKUL THE SAVAGE SAHUAGIN 


Ideal: “I won’t just crush all my enemies’ bodies but also their spirit.” 
Bond: “I will have my revenge on Garnox and Vindrel even if that’s the last thing | do.” 


Flaw: “I will do things | want, my way!” 


Khululukul was a proud four armed sahuagin. As 
conqueror, he had laid waste to countless sea and 
ocean kingdoms. His desire to dominate was driven 
by the thrill of utterly crushing his enemies by 
defeating them at their own “game”. 


Prodigious in all manner of combat and warfare, 
he mastered the art of wrestling in no time and set 
his sight on landward domination by defeating the 
greatest landbound champions he had ever heard 
of: Garnox and Vindrel. 


To his dismay, he was defeated, though not 
without great effort. 


This defeat became a turning point for him, 
marking the start of his lifelong obsession with the 
art of wrestling. 
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Neglecting his empire to crumble, he trained 
and honed his skill with vengeful fervor every day. 
Whatever became of him was not carved on the 
rock walls of the lone ocean cavern. 


Players can encounter him alone in the 
wilderness some time after his defeat. There should 
be a body of water nearby, large enough for him to 
submerge in, which is essential for a sahuagin’s 
survival. He will attack PCs with no mercy and 
would do so until death. Consider his state of mind 
given the history of his embarrassing defeat. 


Alternatively, PCs can encounter him as a 
conqueror and watch his empire fall as captive 
audience. 
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KHULULUKUL (SAVAGE WRESTLER) 


_ Medium humanoid (sahuagin), chaotic evil 


Armor Class 17 (Unarmored Defense) 
Hit Points 180 (19d8 + 95) 


Speed 40 ft 
STR DEX CON INT WIS CHA 
AG(GHS)) AVG) AO(EHS)) ale(@) (GH) » ste) (Gre) 


Saving Throws Str +9, Con +9 

Skills Acrobatics +6, Athletics +9, Intimidation +4, 
Perception +5 

Damage Resistances bludgeoning, piercing, slashing 

Senses darkvision 120 ft., passive Perception 15 

Languages Sahuagin 

Challenge 11 (72,000 XP) 


_ Legendary Resistance (3/Day). |f Khululukul fails a 


saving throw, he can choose to succeed instead. 


Raging Wrestler. Khululukul has advantage on all 
strength ability checks. He can grapple creatures two 
sizes larger than himself and use his bonus action to 


| grapple. He also gets +4 bonus to his melee attack 


damage roll (already calculated). As a mutant sahua- 
gin, he has 4 functional arms and hands. If his Strength 
check total is below 20, he can use 20 as his total. 


Blood Frenzy. Khululukul has advantage on all melee 


weapon attack rolls against creatures that doesn’t have 
allits hit points. 


Relentless. When reduced to 0 hit points, Khululukul 
can make DCio Constitution Saving throw. If he 


| succeeds, he drops to 1 hit point instead. Each time this 
| feature is used, the DC increases by 5. The DC resets to 


10 after short or long rest. 


Brutal Critical (3). When Khululukul scores a critical 
hit with a melee weapon attack, he can roll one of the 


| weapon’s damage dice four additional times and add 
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\ the sum to the damage of the critical hit. 


Limited Amphibiousness. Khululukul can breathe air 
and water, but it needs to be submerged at least once 
every 4 hours to avoid suffocating. 


(Giant) Shark Telepathy. Khululukul can magically 
command any shark within 120 ft. of it using limited 
telepathy. He has his pet Giant Shark, Shul’kirk, by his 
side whenever possible. 


Actions 


Multiattack. Khululukul makes two melee attacks, with 
his trident or slams. 


Trident. Melee Weapon Attack: +9 to hit, reach 5ft., one 
target. Hit: 16 (2d6 + 9) bludgeoning damage, or 
18 (2d8 + 9) bludgeoning damage. 


Slam. Melee Weapon Attack: +9 to hit, reach 5ft., one 
target, a creature grappled by Khululukul. Hit: 

15 (1d12 + 9) bludgeoning damage. The creature falls 
prone. Khululukul can maintain his grapple by falling 
prone together with the creature. 


Throw Trident. Ranged Weapon Attack: +9 to hit, range 


20/60 ft., one target. Hit: 12 (2d6 + 5) piercing damage, or | 


14 (2d8 + 5) piercing damage, 


Summon Giant Shark. When he’s in or near a body of 
water large enough to contain a Giant shark, Khululukul 
can magically summon one to appear in it. The Giant 
shark will act as his ally and obey all his commands for 
1 hour or until dismissed using a bonus action. 


Mighty Throwdown (1/Day). You can use the rules in the 
class archetype description, but deal 9d8 bludgeoning 
damage instead or use the following simplified version: 
Khululukul throws a huge 15 ft. wide rock cube ina 
straight line to a target point up to 30 ft. away. 
Creatures caught along the line must make a DC 17 
Dexterity saving throw. Failure will cause the creature to 
be pushed along with the rock until it reaches its target 
destination, fall prone and take 9d8 bludgeoning 
damage. With a successful safe, the creature takes half 
as much damage, isn’t pushed and doesn’t fall prone. 
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GARNOX & VINDREL PAPER CUTOUT 


1) 2) 3) 4) 


Cut the along the line Slip base into each other Lock the two ends Cut out finished 


28 mm 
figure size 


54mm 25 mm 
figure size figure size 


